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Warning: Read Before Using Your 
SEGA Video Game System. 

A very small pertentoge of intfviduok moy experience epileptic seizures when exposed to certain 
patterns or flashing lights. Exposure to certain patterns or backgrounds on a television screen or white 
playing video games may induce an epileptic seizure in these individuals. Certoin conditions may 
induce previously undetected epileptic symptoms even in persons who have no history of prior seizures 
or epilepsy. H you. or anyone in your fomty. has on epileptk condition, consult your physkian prior to 
playing. If you experience any of the following symptoms while playing o video gome — dizziness, 
olteted vision, eye or muscle twitches, loss of awareness, disorientation, any involuntary movement, 01 
convulsions — IMMEDIATELY discontinue use and consult your physician before resuming play. 

WARNING TO OWNERS OF PROJECTION TELEVISIONS: 

Still pictures or images may cause permanent picture-tube damage or mark the phosphor of the CRT. 
Avoid repeated or extended use of video gomes on loige-saeen projection televisions. 
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^ This official seal is your ossutance that this product meets the highest quality standards 



of SEGA". 



\J Sy Buy gomes and accessories with this seal to be sure that they are compatible with me 
SEGA SATURN" SYSTEM. 

Handling Your Compact Disc 

• The Sego Solum disc is intended for use exclusively in the Sega Saturn" system. 

• Do not bend it, crush it, or submerge it in liquids. 

• Do not leove it in direct sunliqht or near o todiatof at othec source of heat. 



• Be sure to toke on occosionol recess during extended ploy, to rest yourself ond the Sega Saturn 
compact disc. 



• Keep your Sego Solum compact disc cleon. Always hoW by the edges, and keep it in its case 
when not in use. Cleon with a lint-free, soft dry cloth — wiping in stroight lines from center to 
edge. Never use solvents or abrasive cleoners. 

This product has been rated by the Entertainment Software Rating Boord. For information obout the 
ESR8 rating, or to comment obout the appropriateness of the rating, please contact the ESRB at 
1-800771-3772. 
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more information obout this ond other titles, visit EA SPORTS" 
on the web at vvww.easports.com. 




Starting the Game 




1. Turn ON the power switch on your Sego* Saturn* system. 

2. Moke sure o control pod is plugged into the port lobeled Control Port 1 on the 
Sego Solum system. 

3. Open the disc troy ond ploce the FlfA SOCCER 97 disc inside. 

4. Press START to advance to the Match Select screen. 

Control Summary/ 
Sumario de Controles 



Led SHIFT 



Right SHIFT 



D-PAD 




— Z 



MENU NAVIGATION /NAVEGACION FOR IOS MENUS 



Action 


Pod 


Action 


Highlight options 


Resolta optionee 


Confirm selection ond continue 
to next screen 


C 


(onfamoi sefeccicto / (onlinuoi a b 
sigvienie pantok 


Speciol select in Friendly. Transfers, 
ond Storting lineup/Substitution 
screens 


B 


Sek(ti6n espetiol en hs pootoks 
f nenoVy, Iionsi&s y Slating 
lineup/Substitulios 



ConceJ selection ond return to 
previous screen before a gome 



Corxekw sefertitto y vdw a la pont 
ok ontetioi. antes de on juego 



Display Pouse menu during a gome START fAosrroi menu Pawn (en juego) 



CONTROLLER SELECT SCREEN/SHfOON DE CONTROLADORES 



Control Set Button (X) 
Skill Level 
Control Pad Icon 




START 



From the Controller Select screen, decide who controls which team, select a skill level, determine 
whether o teom is controfled by one player or multiple players, ond choose Simple or Complex 
control settings. 

The Control Pad Icons 

A symbol for every Control Pod plugged into the system oppeors on this screen. Up to eight players 

may play if two 6-player Multi-ployer adopters ore attached. 

• D • Pad < ' to move your Control Pod icon beneath o teom. If on icon remains in the center of 
the screen, that Control Pod is inoctive; if no Control Pod kons ore assigned to a teom, the com- 
puter conhob (hot teom during the gome. 

NOTE: A Control Pad can be reassigned during a gome from the Pouse menu or the 
Pregome menu. 







FIFA 



Skill Levels 

PRO gives you total boll control ond passing freedom. If you're o newcomer to FIFA Soccer 97, start at 

BEGINNER level; the computer assists in boll control ond ploy is more forgiving. 

• D - Pod C to cycle between BEGINNER, SEMIPRO. ond PRO skill levels. 

NOTE: If you ore ploying ogoinst o computei-controlled team, the computer starts ond main- 
tains four levels of difficulty. As your skill grows, (he computer matches your obilify level — He 
mokes each match a true competition. 

Control Sets 

FIFA Soccer 97 features two Control Set options: SIMPU ond COMPLEX. The Simple Control set lets 
you perform the bosk football moves ond is limited to the A, B, and C buttons (os well os the 
- Pod}. The Complex Control set lets you execute advanced skills. All the Control Pod buttons become 
active and avoiloble for additional moves. 

• To choose o Control set, • Pod to move rhe Control Pod icon under a leom flog ond press X to 
toggle between COMPLEX ond SIMPLE. (Complex is distinguished by having oil burtons high- 

yelow.) 



• Press C to confirm your selections and continue to the motch! 

fn b ponlak Controller Select (sebctitn de controbdores) podrd detidtr cweV? contiob que' equipo, 
selections n'tvel, oetecrninar s un equipos es controbdo pen moo votios jugodores y selections jugor 
con controks senc^os o compkjos. 

Los Iconos del Controlador 

In pantdk opaecerd un simbolo por coda unodelos controbdores conectodos ol srstemo. Pueden 
jugor hosio ocho jugodores si se ban conectodos dos Mum' bos. 

• D-Pod* ' poro move/ su kono de controbdor debojo de un equipa On kono de contiobdoi en 
e\ centro de b pontolb signifko que el controbdor esto inactive; si esto occurem, el ordenador 
contiobtd ol equip durante el juego. 

NOTA: (s posAb reosignor un (onlwbdor o b lotgo del juego desde el menu Pouso o e/ 
menu Pte-luego. 

Niveles De Habilidad 

fflO le ofiece contiol obsokto del boi6n y Kbertod compbta poia el pose. Si no ha iugado usled antes 
con FIFA Soccer 97, empiece enelrwel BtGIMitR (printipiante); el ordenador le ostshtd en el control 
del baton y el juego esmossencilb. 



NOTA: S esto jugando contra un equioo controhebf por el ordenador, el ordenador empiezo 
en el primero de cuotio nivebs de dkultod. Segun vaya oumetando sumvelae bobSidad con 
el juego, el ordenador intenlord ponerse o su nivel ■ esto hace que codo portido seo un 
verdodeco reto. 

Juegos De Controles 

FIFA Soccer 97 b ofiece dos juegos de controles: SIMPIF y COMPLEX. El control Simpk (simple) b 
permite realiioi bs movknientos ma's sentiBos del futbol, y estd Umitodo a bs botones A,ByC, asi 
como el 9- Pod. fl control Complex (compbjo) b permite realizes momientos avanzodos octivando 
todos bs botones del (ontrolodor para conseguir movimientos adkionoles. 

• Para sebcaonar on juego de controles, use el WW para mover el kono de control debojo de b 
bandero de un equipo y despv&s puke para combior entre CQNIPIEX y SIMPIF. ICompbx se 
oafingue pot que muestro todos bs botones lesohodos en omtdh.) 

• Pulse C rmi confkmor sus opciones y posot ol portico. 



fiS IN-GAME CONTROLS/CONGOUS EN JUEGO 

In Play: In Possession of Ball/fn Juego: Con Balon 



Action 






Auian 


Kin 




D-Pad 


Correr 


Poss 




B + - Pod 


Posot 


Shot on ner/clea 




C+D-Pod 
(oftertooch = D - Pod - >) 


lirorabred/despejar 


Lob 




A + D-Pad 


Sbbo 


Roinbow kick 




A + B 

(or Z in Complex) 


Bkkbto 


Sprint dribble (Complex only) 


X 

(Top repeotedly) 


Fintaol sprint 
(tiob&dodCotnpkx) 



lobs, kicks, ond posses con be mode stronger of softer by pressing the button fw o longer or 

shorter time. 



b positfe Qumentw o reducido potendo 
botdn durante mos o moos tiempo. 



i dispotos q poses monieniendo pvisodo el 



Q-Podt pora oltefnof entre bs tmles de 



mm SEMIPRO, y PRO. 



In Ploy: Just After Passing (Complex Only)/ 
En Joego Tras Un Pose (Habilidad Complex) 







Action 



Action 



Enter Possbod mode (keep control Y 
of current player, not the ptoyef 
with the boll) 



f nlre modo Qevokidn Imontem 
control scire el jugodor otfuo/, no i 
iugodor coo el bofon) 



Switch to hurnoiKonlrolled player X 
closest to poss destination 


(ombiot of iugodoi humono mfis 
mono d destino del pose. 


One-timer 


C 


Pose (orto 


Sprint (Complex onry) 


Xttop) 


Sprint (HobiBdod Complex) 


Enter/Exit Possbod mode 
(Complex only) 


Y 


ktivoi/Desoctivot modo Oevoluafin 
{Hob&aod Complex) 


J^J In Play: Bail In The Air/ fi*. 
^ En Jtiego: Balon En El Aire **' 


Action 




Acdon 


Switch to computer-controlled 
ptoyer closest to boll 


1 


(ombiot 0/ pjQodot controhdo pa el 
oroenoooi mas cetcono o\ bo!6n 



Jump (or header, volley, bicycle kick. 
Of one-timer (depends on timing of 
jump and height of bell) 



A or C Saltat para tematot, voleo, btcideta 
pose <oilo (oepende del tiempo 
para el soito y lo alturo del bol6n) 



AftertQixh curve 



D - Pod * * Curve fits dtsporoi 
(relative to 
the boll's left 
and right) 



Sprint (Complex only) 


X (Top) 


Sprint (Hobilidod Complex) 


Enter/Exit Possbod mode 
(Complex only) 


Y 


ktW(/Deso(tivot modo OovolutifiR 
ItttMdod Complex) 




1+9 



In Play: In Passback Mode (Complex Only)/ 
En Juego: En Modo Devohcion (Habilidad Complex) 



Use Possbod mode to maintain control of player after he hos released the ball ond still be 
able to determine what the receiver will do with the ball. 

UtUke el modo Devolucifin pom montenet el conttol oneaioooi de on iugodoi mo vei que 
estesehaya desptendido del boffin, poto osipodei oet&minat qufi es lo que va a bocet el 
qveteabeelboloo. 



Action 




MOM 


Exit Possbod mode (goin full 
control of player with the boll) 
(offer the receivei gels the boll) 


Y 


Desoctim modo 

Devolution (tecuperot conttol del 

jugodoi (on el bofon) 


Call (or a return lob (once the 
receiver hos the bdl) 


A 


Pedit el bol6n en forma de pose alto 
(una m que el naptu teaga el 
balon en su podei) 


Call for return pass (once the 
receiver has the ball) 


1 


Pedit el bolfin en forma de pose 
(una vet que el receptor tendo el 
bolfin en su poder) 


Make Possbod player take a shol 
ot the net or dear the boll 


C 


Hocei que eljvgador en modo 
devolution reoke un rhpoio a hied 
despeie el baldn. 


© 


1 Play: No Possession/ ^*" 
En Juego: Sin Balon ^*^ 


Action 




Acdon 


Tackle 


A 


Enttodo 


hard ladle 


l + C(«Z) 


Inttodaouto 


Slide ttxkle 


c 


fntroaa sesgooa 


Switch to computer-controlled 
player closest to ball 


B 


Combioi ol iugodoi controlodo pot el 
otoenodor mfis cenano ol boffin. 


Sprint 


X Sprint (Hobiliihd Complex) 
(Top repeatedly) 




^^^■{^^^^^■^^^^^■■■■■■■fl 



Boil Out Of Ploy: Corner Kid, Throw-In, Free-Kick 

(Complex Only)/ Boloa Fuera de Juego: Saque de Corner, 

Saqve de Banda, Saqve de Falta (Hobiiidad Complex) 



Action 


Anion 




Cycle between Set ploy, Possbock, Y 
Toiget, and Normal modes 


Ahernot entie fos modos Ajustof 
jugoda, Devokxidn, Destino y Normal 


jy* Ball Out of Play: Normal Mode/ 
^^ Baton Fuera de Juego: Motto Normal 


© 


Action 


Acdon 

Globo 




Lob A + D-Pod 




Pass B * D - Pod 


Pose 




Shoot/Throw ot opponent's C (oftertoixh = 
net cm clear boll D-Pod**) 


Oisporot/Chutot a la red del 
oponente o despejot el baton 




y Boll Out of Play: Passback Mode (Complex Mode)/ 
^*^ Baton Fuera de Juego: Modo Devolution (Habilidad Complex) 


© 



Action 

lob to Possbock player 
Devolgci6n 



Action 



Globo oljugodot en modo 



Switch from player to player 
on the pitch 


B 


Combior de jogodot sobte el (ompo 


Shoot/Ihiow ot opponent's 
netor dear boll 


C (ofteftouch = 
D-M++) 


Otsposat/loniot el bolon a la 

ted del oponente o despejot el bolon 


*f Ball Out of ?\o) 
^ Baton Fuera de Juego: 


r. Set Play Mode (Complex Mode)/ y 
Modo Ajustar Jugoda (Habilidad Complex) ^^ 


Action 

Select Set ploy 


o-w« 


Action 

Sehcnonor jugoda 


Hide Set ploy selection 


X 


Ocidtor stkcafa de jugoao 



Execute Set play 



AorB 



tjecutot jugoda 



Shoot/Ihrow ot opponent's 
net or dear boll 



C (ofteftouch = 
• Pod «-►> 



Dispator/lonm el baton 
oioteddel oponente a despejot el 

baton 




Out of Play: Target Mode (Complex Mode)/ ffi 

Bolon Fuera de Juego (Habilidad Complex) 



Action 


Action 


Move forget D • Pod 


Bespbiatdestinotono 


lob to forget A 


Globo ol destinotono 


low Throw/pass to target B 


lomomiento bojo/ 
pose ol destinotono 


Shoot/Ihrow ot opponent's C (ofteftouch ■ 
net ot tleoi ball D-Pod*-*) 


Dispotot/laniat el baton 
oioteddel oponente o despejot 
el baton 


^ Bolon Fuera de Juego: Pose at Portero/Disparo a Ooi ^ 


Action 


Action 


Cycle between Possbock, lorget, Y 
ond Normal modes 


Ahetnot entie los modos 
Devohcton, Oestino y Nottnol 
(HobMod Complex) 


Short kick to nearest B 
teammate or target 


Dispoto (otlo ol componeto ends 
c&cono o oestinatono del baton 


lob boll to forget (goolie drop A 
kick = throw the bal) 


Globo ol aestinatono (pasot baton ol 
potteto = Imomiento del baton) 


Gear boll C (oftertouch - 

D • Pod ♦*) 


i despejot el bolon 


*- v Goalie Saving Shot in Penalty Kick/ .y, 
*^ Shootout: Portero en Disparo de PenaM/Faltas '** 


Action 


Attion 


Move keeper A, B, or C ♦ 

D-Pod 


Mover potteto 



* To slop o shot directly ot the goolie, pcess A, B, or C without pressing the - Pod. 

• PofOporofun dispoto dkeciool portero, pulse A, ft o Csin tear d D * ML 





Welcome to the World of 
Soccer! 



Welcome lo FIFA Soccer 97\ Coogiotulotwis on purchasing the only soccer video gome (hot captures 
the true essence of the wxW's greatest sport. FIFA $occ& 97 hos afl he plovers from twehe interna- 
tional leagues, authentic crowd chants, on exciting new indoor soccer mode, ond nwltvfinguol text to 
reflect soccer's diverse fan base. Get reody to kkk off a whole new season of worltkloss soccer com- 
petition! Ploy on orcode gome for fun or Try o simulation match to experience the reality of the game* 
If you think yw're reody to ploy right awoy, look ova the command summary then go straight to a 
Friendy match. Or, lake a little time to study the manual ond find out more about strategy, Iwrna- 
;, infringements, and how to change your * 



Key Features: 

Motion capture technology brings players to 6fe. 

Ftrfly rendered 3*0 players erected with Motion Blending technology. 

Indoor and outdoor game modes. 

Three modes of play; Arcode, Simulation, and Action. 

Three skill levels that chollenge oil players: Beginner, SemiPro, ond Pro. 

Updated statistics with over 4,200 players from over 1 2 international leagues. 

Full play-byplay commentary with 3 wodd renowned announcers. 

Completely updated artificial intelligence. 



'• 



Bienvenido al Mundo del Futbol! 



j&envenido a FIFA Soccer 97! Inhotobueno pot bobei (omprodo el Mod videojuego que (optuta y 
muestro b v&dad&a esencio del depoite mds especto/ula/ del mundo. FIFA Sweet 97 ofrece todos los 
jugodotes de doce iigas Internationales, cbntkos outGafcos de b bin/hodo, un aposionante modo de 
juego en posto cubi&ta, y texto muttHenguaje qve reftejo to divetsa base de aficionados ol tvrbol. 
Prep&ese pore una nveva tempotodo de (ompetki6n de futbol a nrVe/ mondial, luegve un poitido 
mode poro divemttse o pwebe el modo simuba6n poto experimental la teolidod del juego. Si cree 
que esro piepoiado para jugo/ ya mismo, consufle el sumario de (omondos y sekctione un friendly 
match (poitido omistoso). tomese un poco de tiempo pom leer el manual y comxei olgomosde 
estrategia, lormoc'iones, hftos a (dmo aeor su oUneotidn 'tniaol. 

Caracterisficas Clave: 

• Jecnobgio motion (opture que muestro jugoootes (asi reaies. 

• iugodores compktomente lenderiiados en 3-0 aeodos con lecnobgio Motion Blending. 

• Modos de jvego en pista cubie/la y descubieitc. 

• lies modos de juego: Anode, Sunufation, y Action. 

• Ties niveles de d/ficuttad: Beginner, SemiPro, y Pro. 



• fstotfcticas octuoiiioaos con mds de 4,200 jugoaoies demosdel?iigos intemotionoks. 

• Comentorios en juego con 3 comentoristas de renombte mondial. 

• InteHofincia artificial co/nphtomente octuofiiaaa. 

Sigo to instructiones qve a continuation se detoBon pom /nostra/ textos de pontoBa en esponol en 
FlfA Soccer 97. 

1. Sekedone OPJIONS en b pontok Match Select. Apc/ece/6 to paniok Options. 

2. Pesolte lANGUAGi y combie hs opciones hosra que opmzco (SPAHOl. Jodo el texto deb pan- 
tolb esro/6 en esporid a porti/ de obo/o. 



Match Select 

From the Motch Select screen, select o gome mode, access the Options menu, view the aedts, lood a 
saved gome, or create a custom team* 
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To highlight an option, 

d - Pod : 



• > 



To select the highlighted 
option, press C/START. 



Friendly 



League 



Tournament 



Playoff 



Transfers 



A single match between two teems of your choice. Select from over 250 clubs, or 
create o custom dub ond toke it out on the pitch. See A Friendly Match on p. 1 4. 

With 1 1 officio! regional leogues ond on alkncom passing international league, 
you'll ciicle the globe in your quest for glory. Take up to 8 teams through on entire 
league schedule. See league % on p. 1 9. 

Select 1-8 teams to ploy in o league Tournament, then take your champions on to 
o Playoff series. Play a regional or international tournament. See Imnoment Pby 
on p. 20. 

8egin ploying at the pinnacle of FIFA Soccer 97 competition. Oeate a Playoff tree 

with up to 1 6 teams, then take your favorite on o race for the championship. See 
%oftonp.20. 

Iroae players from one league to another to create o worlcWominafing dteom team. 
See fronsfersonp. 21. 



Options 



Restore 



Credits 



Go to the Options menu to set HoH length, 
and more. See Options below. 



, Gome Type, Pitch Condition, 



Select to return to o soved gome from o Sega Soturn Bock Up RAM Cartridge. See 
Soring ond Restoring Gomes on p. 21 . 

Select this option to see who put together (his greot gome. 



Options 
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• To highlight on option, - Pod J. 

• To cycle gome options, D • Pod «-►. 

• Press C to accept your selections ond return to the Match Select screen. 

• To return to the Match Select screen without accepting ony changes, press Z. 

NOTE: These controls ore used in most menus in FIFA So<(& 97. so team 'em here ond use 
them everywhere. 

NOTE: Default options ore listed in bold in this manual. 

HALF LENGTH (In minutes) 2, 4, 6, 8, 10, 20, or 45. This option con be chonged only before 
competition begins. 

LANGUAGE Six on-screen languages are available: ENGLISH, DEUTSCH, FRANCAIS, ESPANOL. 
ITAL1ANA, and SVENSKA. 

GAME TYPE SIMULATION: As close as you can get to the real thing, ptoyer and team perfor- 
mance reflect skill ratings; players fatigue os the gome progresses, and substitu- 
tions ore limited to three per gome. 

ACTION: Cronk up the gome! With this setting, gomeploy speed increases, there 
are no restrictions on substitutions, ond player attributes are exaggerated. 

ARCADE: All players ond teams perform at equivalent skill levels. Exaggerated bail 
physics. Fastest gomeploy. Players never fatigue. 



FOULS 



INJURIES 
OFFSIDE 



AUTO REPLAY 
TIME DISPLAY 
SCORE DISPLAY 
PLAYER NUMBERS 
PITCH SIZE 



PITCH CONDITION 



CLOCK 



MUSIC 

MUSIC VOLUME 

SFX 

SFX VOLUME 

PLAY BY PLAY 



To keep the oction moving, choose OFF ond the referee doesn't call fouls. Select 
ON, ond o vicious tackle or push could result in the ref reaching for a yellow or 
red cord. NO BOOKINGS meons the ref colls fours, but won't book prayers. (See 
footings on p. 17.) 

Toggle ON/OFF. With this option ON, all players ore susceptible to injury. 

Toggle ON/OFF. The off-side rule states thot there must be at least two defending 
players (including the goofce) between on attocket ond the goal when the bafl is 
ployed to him in the opposition half. When a player is caught offside, the referee 
signals a free kick. 

NOTE: When the Offside option is ON, the ref awards a free kid for oil offside 
violations, even if the Fours option is OFF. 

Toggle auto replay of scoring drives ON/OFF. 

Toggle inaame dock overlay ON/OFF. 

Toggle inaome score overlay ON/OFF. 

Toggle the players' numbers on the field ON/OFF. 

AUTOMATIC, SMALL, MEDIUM, URGE. Only available in Friendly mode, 
(honge the size of the pitch ond practice different strategies for each size. In 
ony mode but Friendly, the computer selects the stadium and pitch size of the 
home teom. Only available from the Match Select screen. 

Pitch Condition is a reflection of the weather: RANDOM, DRENCHED, DAMP, 
DRY, or HOT. The wetter the turf, the more sluggish the boll movement. On 
drier turf, the boll rolls more quickly ond bounces higher. 

CONTINUOUS or OUT Of HAY. Continuous keeps the clock ticking, even 
when the boll "is out of ploy. To prevent players from intentionolly running out 
the dock, the ref reserves the right to add time at the end of a match for 
time wasted during free kicks ond throw-ins. The clock stops completely when 
the boll is Out of Ploy. Only ovoiloble before the competition 

NOTE: The clock starts after the kick off. 

Toggle the music in the game ON/OFF. 

Adjust the volume with the percentage scale. 

Toggle the sound of the boll caroming around the pilch ON/OFF. 

Adjust the special effects volume with this percentage scole. 

Toggle the ptay-by-play commentary during the gome ON/OFF. 



SPEECH VOLUME Adjust the volume of the commentator's speech with this percentage scole. 



r 




A Friendly Match 




If you're interested in o single match between two teoms, select FRIENDLY horn the Motch Select 
screen. The Stodium Select screen cppeors. This screen always oppeais, no matte* whot gome mode 

you select. gfc 

STADIUM SELECT W^^^^t 

Select o standard OUTDOOR gome or the fastpoced 

• To toggle between OUTDOOR and INDOOR stadiums, D - Pad * ►. 

Indoor footbol is ployed in indoor stadiums, with Plexiglass topped boards taking the place of touch- 
lines around the pilch. 

NOTE: The indoor mode within flfA Sewer 97 does not correspond with the FIFA Futsol rules 
and regulations. 

To except your selection, press C. The Teom Select screen oppeors. 
TEAM SELECT 






To move the highlighted 
box, press B. 



When the leogve/team you wont to change is highlighted, D - Pod : to move the 
highlight between league and team; D - Pod ■ ■ to cycle through the different 
leagues and teams available. 

EA Custom Teams 

In Friendly motches, use these custorrwnode teoms or create your own flfA Soccer 97 powerhouse 
teom using ony player in the gome. When using a Custom teom, you'll be token to the Custom Team 
screen to moke premotch changes. Controls for this screen ore the some as those used in Transfers 
(see p. 21). 

• When you have selected the two teoms you wont, press C to continue to the teom 
Scouting report. 

The pome loads and the Scouting report appears. This screen displays each team's skill fating in 
Shooting, Running, Passing, Defence, and Ovefall. 



rim 



THROUGH THE TUNNEL 

With teoms chosen, the gome loods and the Scouting report oppecrs. This screen displays each teom's 
skill rating in Shooting, Running, Passing, Defence, and Overall. Study these skills, then choose sides 
ot the Controller Select screen. (See (ontiokr Sekl Saeen on pg. 3.) 

THE PRE-GAME MENU 

The Pie-game menu appears before every motch. Use this menu to select last minute gome options 
and get your team ready to ploy. 

• To go straight to the held and play with default settings, press C/START 
Start Gome Leave the Prtgome menu and line up on the pitch. 



Camera 



Cycle between the following views: TELE, SIDELINE, CABLE. GOAL, STADIUM, 
SHOULDER, BALL, and TOWER. 



Controller Select Change the skill level, control set options, or the teom that you control. 
(See CotilroSei Select Saeen on p. 3.) 

Team Management Select this option to configure your team to fit your style of play. There are 
four subcategories you con adjust to increase your chonce of success on the 
field: FORMATION, STRATEGY, STARTING LINEUP, and ADJUST POSITION. 

• D - Pod to highlight the Teom Monogement option you wont to chortge, and press C to select it 
or to cycle through the ovoilobie choices. Press START to return to the Precjame menu. 

FORMATION: Your formation should cater to a combination of your teom's strengths ond 
weaknesses ond your personal approach to the gome. The lowest rated team in me league con 
surprise a powerhouse with on experienced skipper at the helm. The numberc denote 
Defenders— Midfielders— f orv.cr ds . 

4-4-2: Clearly a defensive formation. With two forwards, you con expect low scoring gomes 
for both squads. But if your forwards ore expert ot finding the bock of the net, two may be oil 
you need. 

Sweeper: Two defenders may seem a bit of a risk, but when one is a Sweeper, the odds 
improve significant. The Sweeper moves from side to side in the bockfield, anticipating the play 
ond striking wherever needed. 

4-2-4: One of the more wefrbalonced fornxrlions. The key to the 4-2-4 is having two 
tremendous athletes stationed at midfield. Your midfielders ran the transition gome — passing 
the boll upheld and hustling bock on defence. 

4-3-3: A good compliment to the DEFEND strategy. If your midfielders and forwards pray 



together os a unit, the battle For control of the passing lanes will be yours. A strong force in front 
of the goal secures the victory. 

4-5-1 : Conservative in oppeoronce, this formation lends itself to shotting down penetration 
from the opposition, and gives the support needed to sustain a successful push. 

3-5-2: This versotile formation suits All OUT ATTACK ond All OUT DEFEND equally well. Five 
midfielders con quickly shift faction, creating o seven player rush one moment and on eight 
player refect the next. 

STRATEGY: It is unwise to Mini!!,' develop a team Strategy. You should first ask yourcetf 
some important Questions: How does your team compare with your opponent Defensively? Do 
your players possess the Boll Control and Accurocy to score goob at will? What is your preferred 
styte of ploy? 

Normal: Your team adopts a reactive strategy ond adjusts to whatever your opponent throws 
your way. 

Defend: Focus on controlling the midfield arena. Your opponent depends on clear passing routes 
in this oreo of the pitch; sworming defence cuts off passing options and causes turnovers, stop- 
ping offensive ploys before they develop. 

All Out Defend: When your players find themselves on defence, rather than challenging the ball 
handler, they retreat deep into their own half of the field. If on attacker breaks into the penalty 
area, you've got the numbers to overwhelm him. 

Attock; Dominote your opponents on their own side of the turf. If you con initiate your plays 
horn beyond the midfield line, you've already won half the battle. Keep the ball moving until 
you spot a clear scoring opportunity. 

All Out Attock: When you gain possession of the ball, your players rush toward the opponent's 
goal to set up for a quick scoring chance. Turnovers ore extremely risky with this strategy as your 
own net remains virtually defenseless. 

STARTING LINE UP: Tc-anis begin ecch match wi'h 'r players and c goalie positioned en 
the pitch. The remaining athletes on the roster ore reserves. You con use reserve players to sub- 
stitute for fatigued players or to replace injured and suspended teammates. 

TO CHANGE YOUR STARTING LINEUP: 
I. 



2. 
3. 



D - Pod * to highlight the first of the two players you want to have swop positions (D • Pod * » 
to see each player's ski ratings). 

Press B to select that player, then higMght the second player ond press B to moke the switch. 

Continue the process until you ore satisfied with your Sneup, then press C to exit the Storting 
lineup screen. 



• You con further change your lineup by swopping positions between two storting players, giving 
your team a different look ond feel on the pitch. 

• Forwards, midfiekters, ond defenders ore not restricted by their natural positions; however, keep- 
ers must pray in the net. 

ADJUST POSITION: This gome is so precise, you con even moke minor adjustments to the field position 
of your players. 

TO ADJUST PLAYERS' POSITIONS: 

/. Press Left /Right Shift to cycle through the members of the teom; use the D - Pod to adjust 
the player's position. 

2. Continue the process until you ore sofisfied with eoch player's position, then press C to close 
the overlay. 



On The Pitch 

Before eoch holf ond after eoch score, players take up their positions on either side of the center circle. 

• To kick off, press B to kick to your teammate. Defending players ore not allowed into the center 
circle until the boll has been kicked off. For complete control instructions, please consult the 
Control Summary at the beginning of this manual. 

INFRINGEMENTS 

Penalties ossessed for infringements keep the gome friendly ond fair. 

Free Kicks Aworded for fouls ond technicol infringements. These include violent or lote tackles, 
shoving o player off the ball, ond off-side. When you win a free kick, the ball is ploced 
where the infringement took place. 

NOTE: Oppcisition players must remain ten yards from the ball until the kkk is token. 

Penalties Awarded when on infraction worthy of a free kid occurs in the penalty areo. The boll 
is ploced on the penalty spot, and your keeper ond the penalty taker ore the only play- 
ers allowed into the penalty oreo. You must control the keeper's save attempt. 

NOTE: When more than one player per teom is humorKontrolled, the player who 
wos fouled gets to take the penalty kick. 

Bookings If the referee considers a foul to be porticulcity vicious, he is likely to show the guilty 
player o yellow cord. Ploy stops while the ref takes the player's name. When repeat 
offenders receive a red cord, ploy stops ond the offending player is ejected horn the 
gome. An ejected player con't be replaced by a sub; so after a teom's first ejection, 
that teom is down to ten players on the 
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MOTE: For Bookings to occur, f oub must be ON in the Options menu. (See Options on p. 1 2). 

HA1MIME 

When the referee signals the end of the first half, both teoms leave the field, the scoreboard appears, 
folomd by several hoi lime options. You con check the gome Summaries, view on Instant Replay of 
the lost ploy, Resume Gome, or Quit ortd return to the Match Select screen. 

END OF GAME 

At the end of a Friendly gome, the scoreboard appears, followed by several post-gome options. You 
con died the final gome Summaries, view on Instont Replay of the lost play, or foil and return to the 
Morch Select saeen. 
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I PAUSE MENU 

When the game is paused, severol options become avoitable. 

• To pause the gome, press START. The gome is paused ond the Pouse menu appears- 

• Select RESUME GAME to return to the fray. 

• Select QUIT to exit the game ond return to the Match Select screen. 
As wel as the standard options, the following ore also ovoloble. 

Replay Wont to re-live o (lassie moment? Select INSTANT REPLAY from the Pouse menu 
immediately following the ploy. A portion of the game is rewound, ond a con- 
troller icon appears on the saeen, displaying Instant Replay controls. 

Instant Replay Controls: 
Pause/Fiametyframe ploy— A 
Ptoy — B 

Fast Forward — C 

Camera Select— Press Y to toggle between comero views. 



Free Com Controls: 
Free Cam zoom in — Z + - Pod T. 
Free Com zoom out — Z * D * Pad t. 
Free Com roise comero — - Pad f . 
Free Com lower comero — D - Pod i. 
Free Com rotate comero— D • Pad 



** 



Match Statistics The Match Stots saeen presents up-to-thefliinute statistics on both teams in 
eight oiticol categories. 

Score Summary The Scoring saeen displays the goals scored, the players who scored them, the 
teom for which they scored, ond the exact time eoch goal was made. D • Pod 1 
to scroll through the Score Summary. 



Fowl Summary 



Restart Gome 



The Fours screen lists oil the miscreants whose octions have warranted a red or 
yellow card, olong with their teom and the time the offence took place. D - Pad 
C to scroll through the foul Summary. 

Start the match over with the same two teoms. 



League Play 



Eoch league teom plays every other league teom twice to determine a leogue champion. Selecting 
LEAGUE from the Match Select saeen brings up the Stadium Select screen (p. xxx.) After selecting a 
stadium, select o leogue. 

• lo select o league, D - Pod J < ► to cycle through leogue choices ond press C. 

TEAM SELECT 

Once you've selected o leogue, the Team Select screen oppears. Select up to 8 teoms to follow ond 
play with during the league season. 

• To select a teom from your list, D • Pod * • to scroll teoms. Press B to add a teom to your list. 

• To delete a teom from your list, press A. 

When you hove chosen oil the teoms you wont, press C to go to the leogue Standings screen. 

LEAGUE STANDINGS 

The league Standings screen appears before the first Leogue gome and between matches. It shows 
the teoms' current worHost-draw record and total points. The highlight indicates the teams you've 
selected. Press C to go to the Leogue Schedule screen. 

LEAGUE SCHEDULE 

The Leogue Schedule screen lists oil the games to be ployed during the season. Eoch selected team's 
schedule con be seen, as well as the results of gomes olreooy played. The next game to be played 
remains constant, even when a different schedule is played. 

• To toggle through (he selected teams' schedules, D - Pod ; < >. 

• To give yourself a break from the grueling action, press B to simulate a gome. Press B again to 
simulate the gome score as well os the stots. 

• To return to the Standings screen without losing changes, press Left Shift. 
You con ofeo modify the league os the season progresses by moking transfers. 

• fo access the Transfers saeen, press A (p. 21 ). 

After the Leogue Schedule screen, the Scouting Report ond the Controller Select screens appear. Follow 
the some procedure os when ploying o friendly match (p. 14). 



Tournament Play 



In Tournoments, leans ore organized into groups. Each teem ploys every other teom in their group 
once. The top two teoms advance to the playoff portion of the tournoment. The computet will also 
advance the top four Ifiird-ploce teoms in o 24-teom tournament (i.e., International Tournoment). 
When you select TOURNAMENT from the Match Select screen, you access the some screens as you do 
in league play (p. 19). 



Playoffs 



League and Teom Selections in Playoffs ore made in the some manner as standard League ond Team 
Selections. Ptoyoff structures ore identical to structures available in Tournament Ploy. However, in 
Playoffs the initial round of the tournament is I 



PLAYOFF TREE 

The Playoff Tree displays each teom in o single elimination format and appears before the Scouting 
Report and Controllet Select screens. Check which teoms hove odvanced to the next round. 

• From the Ployoff Tree, • Pod *-► to scrol the entire screen ond press C to go to the motch. 

Transfers 

flfA Soccer 97 contains all the players in the gome on their clubs' rosters. Use the Transfers option to 
create custom leagues teoms by trading players between any teom, regardless of league. Save your 
changes to a Sega Saturn Bod Up RAW Cartridge ond lood the new teams for use at wil. 

• When you choose TRANSFERS from the Motch Select or league Schedule screens, the Transfers 
screen oppeors. 
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TO MAKE TRANSFERS: 

Toggle control between top I bottom fields 
Cycle leogues 



Left/Right Shift 



Cycle teoms 


X/Y 


Cyde attritwlK 

Cycle through players on o teom 


D-Pod-- 

D-Pod: 



Moke tronsf er 


1 


Activate Save option (H no changes have been made, 
pressing C takes you to the Motch Select screen.) 
Activote lood option 


C 
A+l 


Toggle between Save/Load options 


0-Pod«- 


Select Save/toad option ond go to the Sove/lood 
menu (Pressing C the first time activates the option, 
and pressing C o second time selects the option} 


c 


Return to previous screen without saving chonges 

(If chonges were mode, you will be asked if they can be lost.) 


z 


TO SAVE TRANSFERS: 

Cycle through save kxotions (more than 6 saved) 


O-Podl 


Cycle through letters and numbers 


D-Pod«- 


Add letter/number to save name 


A 


Remove letter/number from name 


1 


Save database with entered name 


c 


Concel save 


z 



Saving and Restoring Games 

As ploy in League, Tournoment, ond Playoffs continues, you ore given opportunities to save your series 
in progress. After you complete on entire gome and before beginning o new gome in a series, a Save 
Gome screen oppeors. There ore four save game slots. 
To Save a Game: 

J. Left/Right Shift to highlight o gome slot ond press C to save. Homes for the saved games 
ore assigned outomotkolly. 

• ■ Pod • ► to switch between system memory ond cartridge memory. 

2. If that location already contains data, you ore asked if you ore sure you wont to save there. 
Press C agoin during this messoge to overwrite the previous data and save the new information. 

• To continue the League, Toummoment, or Playoff series without saving, press A/Z to continue 
to the next game. 

teoms ond Options set from the Motch Select screen ore saved outomoncoBy, tf therei 
dotn file spoce available on the internal memory, or if a Seoo Saturn Bock Up RAM Cartridge 

inserted propedy. 

To Restore a Saved Game: 

1. Select RESTORE from the Match Select screen. 

• Left/Right Shift to switch between system memory ond cartridge memory. 

2. - Pod J to highlight a saved gome slot ond press C. The game begins where you lost left off. 

• Saved custom teoms are automatically avodobfe for selection in Friendly mode. 

• Saved databases con be accessed in a similar fashion through the Transfers screen. 
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ELECTRONIC ARTS LIMITED WARRANTY 

[lectronk Arts warrants to ihe onjnol purchaser of this Electron* Arts software product that the medun en which 
This compel* pfogrom is recorded is free from defects in nxrtenob and wvkmcinship fof o percd of ninety (90) do^s fiom 
the dole ol pudxise. This Eledrork Arts sofrwere program is sold *as is,* without express or im^ed waronr^ of ony 
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wore product, posioge poid. **h pod ri purchase, at the Eteclroni: Arts Wxranty Deportment. Ite warranty is not 
opptcoble to normol wear and tear. This warranty shall not be apptcable and shofl be void if the defect in Ihe 
Electronic Am software poduct has onsen through ctose, unreasonable use, mistreatment or neglect. 

LIMITATIONS — This warranty is in lieu of all other warranties and no other representations or claims of any 
nature shall be bitting on or obligate Electronic fats. Any implied warranties applkoMe to this software product, 
including warranties erf merchantable and fitness for a particular purpose, ore limited to the ninety (90) day peri- 
od described above. In no event will Electronic Arts be lioNe for ony special, mcidentol, or consequential damoges 
resulting from possession, use or malfunction of this Electron* Arts software product. 
Some states do not allow limitations as to how long on implied warranty lasts and/or exclusions or limitations of 
incidental or consequential damages so the above imitations and/or exclusions of liafdity may not oppty to you. 
This warranty gives you specific rights, and you may also have other fights which vory from state to state. 

NOTKE 

Electro* Arts reserves the nght to moke improvements in the product desenfaed in this manual at ony time and 
without notice. 

RETURNS WITHIN 90 DAY WARRANTY PERIOD— lo repkxe defective medo within the 9Muy wmn- 
ty period, send the defectwe medfl, o copy of the anginal sdes receipt, a return oddress, ond o small note descnk 
ing the difficulties you ore experiencing to Ihe oddress below. If the software media was ctomoged through misuse 
or accident, you will need to Mow the returns after warranty policy detailed betow. 



RETURNS AFTER WARRANTY— lo repkxe defective medw ofret the ninety (90) (toy waronty period has 
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